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SUMMARY
Technology has ushered in new strategies and methods for teaching and has allowed
teachers to meet students’ needs in innovative ways. It has expanded teachers’ ability to
collaborate, to access information, and to find materials that enhance their curriculum. However,
amidst the frenzy, discoveries are emerging related to the negative impacts that social media has
on mental health, the addictive features of digital tools, and the toll that screens have on one’s
ability to rest, learn, and focus. Additionally, educators must now determine what technology’s
role in the classroom looks like after having spent anywhere from several months to over a year
teaching via screens due to the COVID-19 pandemic. As a teacher who cares deeply about the
wellbeing of students, it is concerning that, although I have been in several professional
development sessions around integrating digital tools in my teaching, I have yet to attend a
session where teachers are asked to critically analyze the effectiveness of technology on student
learning. These, along with several other experiences, have led to the capstone question: How
might a professional development series support teachers as they consider the impacts of screen
time on wellbeing while also determining the effectiveness of digital tools on student learning?
The professional development series was designed to deliver content in seven sessions
throughout a school year, including two two-hour sessions and multiple one-hour sessions. The
first two sessions drew from the literature review that outlined the negative effects that excessive
screen time has on sleep, mood, physical health, and cognitive function. In the following three
sessions, teachers discussed their individual approaches and experiences with technology in the
classroom and explored digital tools from a student’s perspective. Educators analyzed
educational apps using a checklist that outlined potential distractors helping them identify and
analyze the gamification mechanisms added to educational apps. In sessions four and five,
participants were introduced to a rubric focused on the four elements of an effective educational
app as suggested by Hirsh-Pasek et al. (2020) to help teachers identify how a digital activity
might “promote active, engaged, meaningful, and socially interactive learning” (p. 2). One of the
final sessions of the series required teachers to work in teams to create something that could be
presented to families regarding what they had learned about screen time, their approach to
technology in their classroom, or suggestions for technology use at home. Teachers had ongoing
opportunities throughout the series to process information and reflect on new understandings,
much of which was done in collaboration with colleagues.
While the tools presented in this professional development series were created with all
educators in mind, the initial audience will include approximately 40 staff member colleagues at
the elementary school where I teach. Because this training focuses on screen time and wellbeing,
all staff members can participate in this professional development, including behavior staff,
social workers, and my principal. Although my school is the most immediate setting for my
project, it is my hope that the workshop could eventually be offered across the school district.
Having the opportunity to present to school leaders and technology staff would help ensure
relevancy, drive change, and support teachers. Ultimately, the ideal audience for this project
would reach a district-wide level, hoping to positively impact the digital wellbeing of over
37,000 students, PK-12.
The attached project includes the plans for the professional development series along
with all accompanying materials. The presentation slides are embedded within the project along
with a link provided in the Session 1 materials. The sources used throughout this project can be
found at the end of this document.
Professional Development Series Overview
Session 1
Length: 2 hours
Objective: Educators will be able to apply knowledge of screen time
and its effects on physical wellbeing when discussing technology use in
and outside of the classroom.
Areas of focus: Introduction to workshop, screen time data,
technology and physical wellbeing
Session 2
Length: 1 hour
Objective: Educators will be able to apply knowledge of screen time
and its effects on mental wellbeing when discussing technology use in
and outside of the classroom.
Area of focus: Technology and mental wellbeing
Session 3
Length: 1 hour
Objective: Educators will be able to identify features embedded within
classroom digital tools that may distract from learning.
Areas of focus: Technology’s impact on student learning, distractors
Session 4
Length: 1 hour
Objective: Educators will be able to identify features of a digital tool or
activity that can enhance learning.
Areas of focus: Technology’s impact on student learning, distractors
and protective factors, active and engaged learning
Session 5
Length: 1 hour
Objective: Educators will be able to identify features of a digital tool or
activity that can enhance learning.
Areas of focus: Technology’s impact on student learning, protective
factors, meaningful and socially interactive learning
Session 6
Length: 2 hours
Objective: Educators will be able to communicate with families
regarding digital wellbeing and technology through the creation of a
mini-project.
Area of focus: Sharing information with families
Session 7
Length: 1 hour
Objective: Educators will be able to identify future steps for continuing
to promote digital wellbeing and enhance learning for students.
Areas of focus: Key learnings, planning next steps
Session 1 Plans
Objective Educators will be able to discuss prior experiences regarding
technology both in and outside of the classroom with their peers.
Educators will be able to apply knowledge of screen time and its effect
on physical wellbeing when discussing technology use in the classroom.
Session Length 2 hours
Assessment Pre-workshop survey, Kahoot, group discussions, closing share
Materials Pens, post-it notes, index cards, poster paper, slide presentation
Plan Opening Share
Going around the room, ask each participant to share their name,
position, and the first personal electronic device they can remember
using, i.e. pager, cell phone, computer, walkman, iPod, GameBoy, etc.
Introduction to workshop (slides 3-4)
Provide an overview of the workshop and a glimpse of each session’s
focus. Display and read aloud the 4 goals for the series. Ask
participants to hold up the number of the goal that they are most excited
about or intrigued by.
Group Activity - Screen Time Kahoot
Conduct a whole group quiz regarding students’ digital tool usage and
screen time data.
Table Talk (slide 6)
At your table, please discuss...
● Was there any data that surprised you?
● What information did not surprise you?
● How does this apply to your students?
After tables have had 5-7 minutes to talk, invite tables to share one
thing they discussed with the whole group.
Survey and Break
Participants fill out the pre-workshop survey before taking a 10 minute
break.
Mindfulness Exercise - 5 finger breathing
Ask each participant to hold up one hand. With the other hand, trace
each finger, inhaling while moving up and exhaling while moving down.
Table Talk (slide 8)
At your table, please discuss...
● What are ways that technology and digital devices influence our
physical wellbeing? You are encouraged to speak from your own
experience.
After tables have had a few minutes to talk, ask for volunteers to share
an idea or experience.
Data Sharing (slide 9)
● Research has shown that too much time spent on screens can
lead to neck problems. Text-neck is especially concerning for
children because it can negatively impact a child’s developing
skeletal structure (Beauchamp, 2019).
● Screen time has been correlated with lack of movement and
obesity, and is believed to be linked to the tripling of the
childhood obesity rate in the last 30 years (Beauchamp, 2019).
● Excessive screen time can also lead to lack of and low quality
sleep due to blue light wavelengths. This is particularly
concerning for children and teens whose eyes can let in more
light (Pacheco, 2021). Additionally, excessive screen time can
decrease physical activity and reduce sleep time and quality
(Pacheco, 2021).
● Mood, emotions, relationships, grades, mental health, and
physical health can all suffer due to excessive screen time
(Pacheco, 2021).
Group Activity - Take Sides
One side of the room represents “yes.” One side of the room represents
“no.” Participants should walk to the side that best represents their
answer as each question is read:
● I have heard students talk about staying up late to play video
games or be on their devices.
● I have experienced tense shoulders or neck after being on a
screen for an extended time.
● I have experienced headaches or tired eyes after being on a
screen for an extended time.
● I use my phone as my alarm clock.
● My phone encourages me to be physically active.
Data Sharing (slide 10)
Ways to counter negative physical wellbeing effects:
● Day: devoting one hour to being entirely screen free, taking time
to move, using a device’s alarm to prompt movement breaks,
setting app and screen time limits
● Evening: putting down devices while getting ready for bed, not
checking devices during sleep, removing screens from bedroom
(Buxton et al., 2015)
Walk and Talk (slide 11)
With a partner, walk and discuss your thoughts on the following
questions:
● What is a physical wellbeing strategy you’d like to try for
yourself?
● What is a physical wellbeing strategy you could share or practice
with your students?
After they have returned from their walks, ask participants to write down
their ideas on post-it notes and add to poster paper on the wall.
Closing Share (slide 12)
Ask participants to write down on an index card how knowledge around
physical wellbeing and technology relates to their own teaching,
students, or school building. Once they have had time to write, ask for




The link for the pre-workshop Google survey can be accessed using the following link:
https://forms.gle/GM33D5BUQWgv5L1r6
Survey Questions:
1. On average, how much time do your students spend on a screen during the school
day?
a. None




2. In a few sentences, please describe how you tend to utilize technology in your
classroom or school building.
3. How familiar are you with the effects that excessive amounts of time spent on
screens can have on our wellbeing?
a. Not at all
b. Somewhat
c. Quite a bit
4. How confident are you in being able to determine a digital tool’s effectiveness





5. In a few sentences, please describe what you are hoping to learn and gain from this
workshop.
Kahoot
The link for the Kahoot quiz given during Session 1 can be accessed using the following
link: https://create.kahoot.it/details/06c310c7-4f99-47a1-a4f5-8245153ef88d
Correct answers are in bold.




c. 57 (Qustodio, 2020)
d. 78





d. 97 minutes (Qustodio, 2020)
3. According to the American Academy of Pediatrics, children under age five should
spend no more than ____ on a screen every day.
a. 3 hours
b. 2 hours
c. 1 hour (Paruthi et. al., 2016)
d. 30 minutes
4. True or False: On average, 5 to 12-year-olds spend 100 minutes on social media
daily. True (Qustodio, 2020)
5. Young children and adolescents spend approximately ____ a day using YouTube,
social media, and Roblox.
a. 45 minutes
b. 2 hours
c. 5 hours (Qustodio, 2020)
d. 7 hours
6. True or False: In 2020, parents’ primary health concern for children was social
media overuse. True (Clark et al., 2020).




d. 500,000 (EducationalAppStore.com, 2021)
8. True or False: Children’s eyes are less sensitive to blue light emitted by screens
that can affect sleep patterns. False (Pacheco, 2021)




d. I’m not sure





Professional Development Slide Presentation
To access the slide presentation used throughout the professional development series,
please use the following link:
https://docs.google.com/presentation/d/1HOPxS7O6LunB-jMXr2H6L5iYJeNFe9yFGiWjHs0
_i_g/edit?usp=sharing
For Session 1, see slide numbers 1-12.
Slide 3 speaker notes: After reading through the series’ goals, ask participants to hold up the
number of the goal that they are most excited about or intrigued by.
Slide 6 speaker notes: After tables have had 5-7 minutes to talk, invite tables to share one
thing they discussed with the whole group.
Slide 8 speaker notes: After tables have had a few minutes to talk, ask for volunteers to share
an idea or experience.
Slide 9 speaker notes:
● Research has shown that too much time spent on screens can lead to neck problems.
Text-neck is especially concerning for children because it can negatively impact a child’s
developing skeletal structure (Beauchamp, 2019).
● Screen time has been correlated with lack of movement and obesity, and is believed to
be linked to the tripling of the childhood obesity rate in the last 30 years (Beauchamp,
2019).
● Excessive screen time can also lead to lack of and low quality sleep due to blue light
wavelengths. This is particularly concerning for children and teens whose eyes can let in
more light. Additionally, excessive screen time can decrease physical activity and reduce
sleep time and quality (Pacheco, 2021).
● Mood, emotions, relationships, grades, mental health, and physical health can all suffer
due to excessive screen time (Pacheco, 2021).
Slide 11 speaker notes: After they have returned from their walks, ask participants to write
down their ideas on post-it notes and add to poster paper on the wall.
Slide 12 speaker notes: After participants have had time to write, ask for volunteers to share
their writing. Collect index cards as an exit slip.
Session 2 Plans
Objective Educators will be able to apply knowledge of screen time and its effect
on mental wellbeing when discussing technology use in the classroom.
Session Length 1 hour
Assessment Group discussions, closing share
Materials Pens, post-it notes, index cards, poster paper, slide presentation
Plan Opening Share
Going around the room, ask participants to write down and then share
two words that come to mind when they hear the word “technology.”
Introduction to session (slides 13-15)
Display and read aloud 4 goals for the series. Remind participants that
last session was focused on physical wellbeing. Read today’s objective.
Table Talk (slide 16)
Have poster paper with post-its from Session 1 posted somewhere in
the room for participants to reference.
At your table, please discuss...
● Since last session, what is a strategy you have practiced by
yourself or with your students to promote physical wellbeing? i.e.
movement breaks, screen-free bedtime routine, stretching,
screen-free hour in the classroom
After tables have had 5 minutes to talk, invite tables to share some of
the strategies they’ve practiced with the whole group.
Turn and Talk (slide 17)
With a partner, please discuss...
● What are some ways that technology and digital devices
influence our mental wellbeing? You are encouraged to speak
from your own experience.
After tables have had a few minutes to talk, ask for volunteers to share
an idea or experience.
Data Sharing (slides 18-19)
(slide 18)
Screens, sleep, and mental health are closely interlinked:
● Lack of sleep jeopardizes mood, emotion, relationships,
academic grades, positive mental health, and physical fitness
(Pacheco, 2021).
● In their statement outlining sleep recommendations, the
American Academy of Sleep Medicine noted an association
between teenagers getting less than eight hours of sleep and
decreased mental health including lower life satisfaction,
increased suicidal attempts and increased substance abuse
(Paruthi et al., 2016).
(slide 19)
Here are a few more examples of how screen time can impact mental
wellbeing for our students:
● Lin et al. (2012) concluded that the impact that internet addiction
appears to have on the brain’s white matter is similar to that
found in those who abuse alcohol and methamphetamine.
● Adolescents with existing mental health struggles tend to use
social media in unhealthy ways and come away from social




Participants take a 5 minute break.
Mindfulness Exercise - Volcano Breath
Ask each participant to press their hands together at their chest. On the
inhale, bring hands above the head. On the exhale, hands come apart
and down, like a volcano exploding.
Group Activity - Museum Walk (slide 22)
We know that students have developed their own screen routines and
relationships with devices outside of our school walls. As educators,
there is much beyond our control. But what is within our control? How
can we, as teachers and administrators, help students create healthy
screen boundaries in our classrooms?
In groups, participants will work together to create a running list of ways
that they can support their own and students’ mental health as it relates
to technology. Encourage participants to also describe the kind of
support they may need from administration in order to effectively
implement. After approximately 10 minutes, everyone should be invited
to walk around the room to read each other's work.
Closing Share (slide 23)
Ask participants to write down on an index card one strategy that they
would like to implement in their own classroom before the next session.
Encourage participants to take their cards with them as a reminder and
bring them back for Session 3.
Session 2 Materials
Video
The video shown during Session 2 can be accessed with the following link:
https://youtu.be/R7jar4KgKxs
Professional Development Slide Presentation
For Session 2, please see slide numbers 13-23.

Slide 16 speaker notes: Have poster paper with post-its from Session 1 posted somewhere in
the room for participants to reference. After tables have had 5 minutes to talk, invite tables to
share some of the strategies they’ve practiced with the whole group.
Slide 17 speaker notes: After tables have had a few minutes to talk, ask for volunteers to
share an idea or experience.
Slide 18 speaker notes:
Screens, sleep, and mental health are closely interlinked:
● Lack of sleep jeopardizes mood, emotion, relationships, academic grades, positive
mental health, and physical fitness (Pacheco, 2021).
● In their statement outlining sleep recommendations, the American Academy of Sleep
Medicine noted an association between teenagers getting less than eight hours of sleep
and decreased mental health including lower life satisfaction, increased suicidal attempts
and increased substance abuse (Paruthi et al., 2016).
Slide 19 speaker notes:
Here are a few more examples of how screen time can impact mental wellbeing for our
students:
● Lin et al. (2012) concluded that the impact that internet addiction appears to have on the
brain’s white matter is similar to that found in those who abuse alcohol and
methamphetamine.
● Adolescents with existing mental health struggles tend to use social media in unhealthy
ways and come away from social media time with a lowered mood (Boers et al., 2019 &
Odgers & Jensen, 2020).
Slide 22 speaker notes: After approximately 10 minutes, everyone should be invited to walk
around the room to read each other's work.

Session 3 Plans
Objective Educators will be able to identify features embedded within classroom
digital tools that may distract from learning.
Session Length 1 hour
Assessment Group discussions, closing share, Google survey
Materials Pens, post-it notes, poster paper, slide presentation, paper copies of
distractors rubric, breathing ball
Plan Opening Share
Going around the room, ask participants to write down and then share
two words that come to mind when they hear the word “technology.”
Introduction to session (slides 24-26)
Display and read aloud 4 goals for the series. Remind participants that
last session was focused on mental wellbeing. Read today’s objective.
Table Talk (slide 27)
Ask participants to pull out their exit cards from the last session.
At your table, please discuss...
● Since last session, were you able to implement this strategy?
What was successful? Did you encounter any obstacles?
After tables have had 5 minutes to talk, invite tables to share some of
their reflections with the whole group.
Group Activity - Post-it notes
Ask educators to write down something that their students get distracted
by when using technology in the classroom. Participants should add
their post-its to a poster paper labeled, Distractors. When all post-its
have been added, read through answers aloud, pointing out any
commonalities or trends.
Data Sharing (slides 28-30): Please see speaker notes in slides.
(slide 28)
● By the time children make the transition to school, many have
developed an association between touch-screen tablets and
entertainment, thinking of tablets not as a learning tool but as a
way to play games and watch YouTube (Oliemat et al., 2018).
This creates a new and difficult challenge requiring teachers to
retrain the way children have learned to view tablets.
(slide 29)
There are many features that can obstruct a student’s learning on a
device:
● When students encounter appealing animations, music, sound
effects, or unrelated games, their attention often gets pulled
away from the learning objective (Hirsh-Pasek et al., 2020).
● Gamification embraces the idea of adding game design
elements to an experience or activity (Dichev & Dicheva, 2017).
Dichev and Dicheva list several elements that contribute to
gamification including, “achievements, avatars, badges,
collections, content unlocking, gifting, leaderboards, levels,
points, virtual goods” (2017,  p. 9). The researchers found the
culmination of research to be inconclusive regarding the
effectiveness of gamification to increase motivation and promote
engagement.
(slide 30)
● In February 2021, the Campaign for a Commercial-Free
Childhood (CFCC) along with over a dozen advocacy groups
sent a letter to the Federal Trade Commission to investigate the
online math game called Prodigy, which is designed for first
through eighth grade students and is used by over 50 million
students worldwide (Morrison et al., 2020).
● We can apply some of the distractors pointed out by Dichev &
Dicheva (2017) to a very popular math app called, Prodigy.
Within the game:
○ Each student has an avatar
○ Students earn stars which contribute to their level and
can be used to purchase virtual goods
○ Premium membership allows the purchases of pets, hair
styles, clothing, weapons
○ Updates from friends pop-up on other students’ screens
● Prodigy lacks math instruction and remediation; a child who gets
a math problem wrong will continue to see the same problem
without being offered any additional strategies or feedback
(Morrison et al., 2020).
Break
Participants take a 5 minute break. Pass out Distractors checklist to
each table during the break.
Mindfulness Exercise - Breathing Ball
Encourage educators to stand if able. Inhale while expanding the ball,
exhale while contracting. Take at least 5 deep, slow breaths.
Reflection Activity - Post-it notes
After having heard more examples of distractors, ask educators to write
down one additional thing that their students get distracted by when
using technology in the classroom. Again, participants should add their
post-its to the Distractors poster paper. This will serve as a visual
reminder of what students battle with while trying to learn digitally.
Distractors Checklist
Each participant should have a paper copy of the Distractors checklist.
Read through the checklist as a group, explaining that each item on the
checklist is a potential distractor. However, even if a digital tool has
several distractors, a teacher may still have a reasonable rationale for
using it, which they can write at the bottom of the checklist. Provide time
for questions.
(slide 32)
Now, participants will work with a partner to begin analyzing a digital tool
that they frequently use in their classroom. Encourage teachers to log
into the app as a student because teacher interfaces are often slightly
different from students’. When it’s time to close, ask educators to finish
the checklist for the app prior to the next session and be ready to share
their findings. They will also be sent a short Google survey.
Closing Share (slide 33)
Ask participants to write down on an index card a burning question or
takeaway that they have after today’s session. Share with participants




The link for the Google survey given following Session 3 can be accessed using the following
link: https://forms.gle/GZU72Gvgj5po955EA
Survey Questions:
1. What digital app did you analyze using the Distractors checklist?
2. After completing the checklist, do you feel that the app is or is not an effective way to
support student learning?







Session 3 incorporates the following checklist to discuss distracting features frequently
embedded in digital tools. Please view the checklist on the following page.
Distractors Checklist
The digital tool includes... yes no additional comments





i.e. badges, coins, stars







This checklist was developed based on research by Dichev & Dicheva, 2017.
Educator Rationale - After noting any potential distracting features, please provide a
rationale for choosing to use or discard this digital tool.
Professional Development Slide Presentation
For Session 3, please see slide numbers 24-33.
Slide 27 speaker notes: Ask participants to pull out their exit cards from the last session. After
tables have had 5 minutes to talk, invite tables to share some of their reflections with the whole
group.
Slide 28 speaker notes: By the time children make the transition to school, many have
developed an association between touch-screen tablets and entertainment, thinking of tablets
not as a learning tool but as a way to play games and watch YouTube (Oliemat et al., 2018).
This creates a new and difficult challenge requiring teachers to retrain the way children have
learned to view tablets.
Slide 29 speaker notes:
There are many features that can obstruct a student’s learning on a device:
● When students encounter appealing animations, music, sound effects, or unrelated
games, their attention often gets pulled away from the learning objective (Hirsh-Pasek et
al., 2020).
● Gamification embraces the idea of adding game design elements to an experience or
activity (Dichev & Dicheva, 2017). Dichev and Dicheva list several elements that
contribute to gamification including, “achievements, avatars, badges, collections, content
unlocking, gifting, leaderboards, levels, points, virtual goods” (2017,  p. 9). The
researchers found the culmination of research to be inconclusive regarding the
effectiveness of gamification to increase motivation and promote engagement.
Slide 30 speaker notes:
● In February 2021, the Campaign for a Commercial-Free Childhood (CFCC) along with
over a dozen advocacy groups sent a letter to the Federal Trade Commission to
investigate the online math game called Prodigy, which is designed for first through
eighth grade students and is used by over 50 million students worldwide (Morrison et al.,
2020).
● We can apply some of the distractors pointed out by Dichev & Dicheva (2017) to a very
popular math app called, Prodigy. Within the game:
○ Each student has an avatar
○ Students earn stars which contribute to their level and can be used to purchase
virtual goods
○ Premium membership allows the purchases of pets, hair styles, clothing,
weapons
○ Updates from friends pop-up on other students’ screens
● Prodigy lacks math instruction and remediation; a child who gets a math problem wrong
will continue to see the same problem without being offered any additional strategies or




Objective Educators will be able to identify features of a digital tool or activity that
can enhance learning.
Session Length 1 hour
Assessment Group discussions, 4 Pillars posters, closing share
Materials Pens, post-it notes, index cards, poster paper, slide presentation, paper
copies of distractors checklist, paper copies of 4 Pillars rubric
Plan Opening Share
Going around the room, ask participants to share something or
someone that they are grateful for today.
Introduction to session (slides 34-41)
Display and read aloud 4 goals for the series. Remind participants that
last session was focused on distractors. Read today’s objective.
Group Activity - Take Sides
Educators will need a copy of the Distractors checklist that they filled out
prior to this session. One side of the room represents “yes.” One side of
the room represents “no.” The back of the room represents “can be
turned off.” As you read through each item of the Distractors checklist,
participants should walk to the side that best represents their answer.
Throughout the activity, take moments to point out noticings. For
example, “Wow! I see that many of you found this distractor in your app.
It seems like a popular feature.”
At the end of the activity, ask participants to pair up and share one of
their main takeaways from the Distractors checklist and this exercise.
Ask participants to return to their seats and request volunteers to share
their takeaways.
Introduce 4 Pillars (slide 37): Please see speaker notes in slides.
● Hirsh-Pasek et al. (2020) believed that “apps designed to
promote active, engaged, meaningful, and socially interactive
learning” (p. 2) with a clear learning purpose could be
educational.
Group Activity (slide 38)
Each group should have a poster paper split into four sections, one for
each of the pillars. In 7-10 minutes, groups should brainstorm and write
down ways that they make learning active and engaging for students.
When they are done, ask participants to pause for further directions.
Now, they will have approximately 5 minutes to write down the ways
they make learning active and engaging for students when incorporating
technology.
Break
Participants take a 5 minute break. Pass out 4 Pillars rubric to each
table during the break. As participants come back, ask them to walk
around the room to read other groups’ poster papers regarding active
and engaged learning.
Mindfulness Exercise
With calming music playing in the background, ask educators to close
their eyes or put their heads down on the table. Provide 2 minutes of
quiet to breathe, recenter, and digest today’s information.
4 Pillars Rubric - Active and Engaged Learning
Each participant should have a paper copy of the 4 Pillars checklist for
active and engaged learning. Give educators a minute to read through
the rubric. Explain that the rubric is meant to be a guide as they plan
how to effectively incorporate technology in lessons. It is not the
expectation that they will be able to check yes to every item, but these
are elements that are valuable to keep in mind.
Turn and Talk (slide 40)
● How can you connect what you are seeing on this rubric to what
you wrote down on your posters?
After pairs have had the opportunity to discuss, ask for volunteers to
share with the whole group. If time allows, offer educators the chance to
ask questions about the rubric.
Closing Share (slide 41)
Hand out exit cards from Session 3. Ask participants to reread the
burning question or thought they had. Has their question been
addressed yet? What is still on their mind? Open the floor to participants




Please see the following three pages for the 4 Pillars Rubric.
Session 4 will only focus on Pillars 1 and 2 of the rubric.
4 Pillars Rubric
Choosing digital tools that fosters and inspires learning.
Pillar 1 - Active Learning
How is the student being asked to apply knowledge?
The digital activity... always usually infrequently never
Requires critical thinking
Is appropriately challenging
Offers manipulation of objects,
words, or content
Allows student to pause and review
Puts student in control of what is
happening on the screen
Pillar 2 - Engaged Learning
What is motivating the student?
The digital activity... always usually infrequently never
Responds to actions taken by the
student
Offers ways to explore or
incorporate personal interest
Provides meaningful feedback from
tool or teacher
Offers additional strategies or
practice
Encourages effort and perseverance
Avoids only recognizing correct
answers
Pillar 3 - Meaningful Learning
What is the context for learning?
The digital activity... always usually infrequently never
Helps build a connection between a
topic and a student’s life
Provides opportunity for student to
apply knowledge in a relevant
context
Avoids emphasis on rote
memorization
Surpasses an electronic version of
worksheet
Pillar 4 - Social Interaction
How is learning being shared?
The digital tool... always usually infrequently never
Is used while students work
together around a device
Fosters opportunities for students to
collaborate or share their ideas
Supports positive classroom climate
Avoids social interaction within tool
This rubric was developed based on research by Hirsh-Pasek et al., 2020.
Comments and Considerations
Additional thoughts regarding the tool’s ability to foster learning that is:
Active
How is the student
being asked to apply
knowledge?
Engaged
What is motivating the
student?
Meaningful
What is the context for
learning?
Socially Interactive
How is learning being
shared?
Professional Development Slide Presentation
For Session 4, please see slide numbers 34-41.

Slide 38 speaker notes: In 7-10 minutes, groups should brainstorm and write down ways that
they make learning active and engaging for students. When they are done, ask participants to
pause for further directions. Now, they will have approximately 5 minutes to write down the ways
they make learning active and engaging for students when incorporating technology.
Slide 40 speaker notes: After pairs have had the opportunity to discuss, ask for volunteers to
share with the whole group. If time allows, offer educators the chance to ask questions about
the rubric.
Session 5 Plans
Objective Educators will be able to identify features of a digital tool or activity that
can enhance learning.
Session Length 1 hour
Assessment Group discussions, 4 Pillars posters, bumper stickers
Materials Pens, post-it notes, poster paper, slide presentation, paper copies of 4
Pillars rubric, bumper sticker paper
Plan Opening Share
Going around the room, ask participants to share one word that
describes them that starts with the same letter as their name, i.e.,
“Musical Madeline” or “Daring Damian.”
Introduction to session (slides 42-44)
Display and read aloud 4 goals for the series. Remind participants that
last session was focused on active and engaged learning. Read today’s
objective.
Table Talk - Pause and Reflect
Remind educators that they have now attended four workshop sessions.
They have learned about the effects of screen time on wellbeing, they
have applied the Distractors checklist to at least one classroom digital
tool, and have hopefully begun to use the 4 Pillars rubric when
incorporating technology. Now is a chance to pause, discuss successes
and difficulties, and seek advice from peers.
Pass back closing share index cards from sessions 2 and 3 for
participants to reference.
Discussion questions: (slide 45)
● What is something you’ve tried or done differently since the start
of this professional development?
○ What was successful? What was challenging?
● What is something this workshop has you thinking about that we
haven’t discussed or addressed?
While groups are talking, circle the room to listen in on conversations
and ask clarifying questions as needed. Take notes of conversations for
assessment data. Groups should have 15 minutes to discuss.
Break
Participants take a 5 minute break. Pass out remaining parts of 4 Pillars
rubric to each table during the break.
Mindfulness Exercise - 1 minute video
Revisit 4 Pillars (slide 47)
● Hirsh-Pasek et al. (2020) believed that “apps designed to
promote active, engaged, meaningful, and socially interactive
learning” (p. 2) with a clear learning purpose could be
educational.
4 Pillars Rubric - Meaningful and Socially Interactive Learning
Each participant should have a paper copy of the 4 Pillars checklist for
meaningful and socially interactive learning. Give educators a minute to
read through the rubric. Explain that the rubric is meant to be a guide as
they plan how to effectively incorporate technology in lessons. It is not
the expectation that they will be able to check yes to every item, but
these are elements that are valuable to keep in mind.
Group Activity (slide 48)
Each group should return to their 4 Pillars poster. Using the rubric to
guide them, in 10 minutes, groups should brainstorm and write down
ways they make learning meaningful and socially interactive for
students, for lessons that do and do not incorporate technology.
Whole Group Discussion (slide 49)
Using their posters as a guide, ask participants to share their thinking
with the group:
● What are strategies that you already use to make learning
meaningful and socially interactive?
● What does this rubric or your poster paper inspire you to do
more of or less of?
Closing Share (slide 50)
Using pieces of paper at their tables, ask educators to create a bumper




The mindfulness video shown during Session 5 can be accessed with the following link:
https://youtu.be/n6RbW2LtdFs
4 Pillars Rubric
Please see the following three pages for the 4 Pillars Rubric.
Session 5 will only focus on Pillars 3 and 4 of the rubric.
4 Pillars Rubric
Choosing digital tools that fosters and inspires learning.
Pillar 1 - Active Learning
How is the student being asked to apply knowledge?
The digital activity... always usually infrequently never
Requires critical thinking
Is appropriately challenging
Offers manipulation of objects,
words, or content
Allows student to pause and review
Puts student in control of what is
happening on the screen
Pillar 2 - Engaged Learning
What is motivating the student?
The digital activity... always usually infrequently never
Responds to actions taken by the
student
Offers ways to explore or
incorporate personal interest
Provides meaningful feedback from
tool or teacher
Offers additional strategies or
practice
Encourages effort and perseverance
Avoids only recognizing correct
answers
Pillar 3 - Meaningful Learning
What is the context for learning?
The digital activity... always usually infrequently never
Helps build a connection between a
topic and a student’s life
Provides opportunity for student to
apply knowledge in a relevant
context
Avoids emphasis on rote
memorization
Surpasses an electronic version of
worksheet
Pillar 4 - Social Interaction
How is learning being shared?
The digital tool... always usually infrequently never
Is used while students work
together around a device
Fosters opportunities for students to
collaborate or share their ideas
Supports positive classroom climate
Avoids social interaction within tool
Comments and Considerations
Additional thoughts regarding the tool’s ability to foster learning that is:
Active
How is the student
being asked to apply
knowledge?
Engaged
What is motivating the
student?
Meaningful
What is the context for
learning?
Socially Interactive
How is learning being
shared?
Professional Development Slide Presentation
For Session 5, please see slide numbers 42-50.
Slide 45 speaker notes: Remind educators that they have now attended four workshop
sessions. They have learned about the effects of screen time on wellbeing, they have applied
the Distractors checklist to at least one classroom digital tool, and have hopefully begun to use
the 4 Pillars rubric when incorporating technology. Now is a chance to pause, discuss
successes and difficulties, and seek advice from peers. Pass back closing share index cards
from sessions 2 and 3 for participants to reference. While groups are talking, circle the room to
listen in on conversations and ask clarifying questions as needed. Take notes of conversations
for assessment data. Groups should have 15 minutes to discuss.





Objective Educators will be able to communicate with families regarding digital
wellbeing and technology through the creation of a mini-project.
Session Length 2 hours
Assessment Group discussions, projects, exit card
Materials Pens, post-it notes, poster paper, slide presentation, paper copies of 4
Pillars rubric and Distractors checklist
Plan Opening Share
Going around the room, ask participants to share one sentence that
describes their learning from this professional development series.
Introduction to session (slides 51-53)
Display and read aloud 4 goals for the series. Remind participants that
last session was focused on the 4 pillars of learning and using
technology in an effective and intentional way. Read today’s objective.
Table Talk (slide 54)
At your table, please discuss...
● Has your thinking regarding technology in the classroom
changed throughout this professional development? If so, how?
● What do you want your students to know about digital wellbeing?
● What do you want parents and families to know? How can
communicating with families help you as a teacher?
Groups should have 15 minutes to discuss. While groups are talking,
circle the room to listen to conversations and ask clarifying questions as
needed. Take notes of conversations for assessment data.
Come back together as a whole group and create a list of what
educators think is most important to share with families. What data and
statistics do they need to reference? What strategies can they relay?
Revisit slides where applicable.
Introduce Project (slide 55)
Today, participants will work together to prepare an educational
resource for families and students regarding technology. Encourage
educators to draw from the group-created list of topics that they might
share with families. Some ideas for a project include: a healthy screen
time routine checklist, a newsletter, a pamphlet, a lesson plan to do with
students which can then be shared with families. Ask educators if they
have other project ideas they would like to add. As a group, select 4
project options.
On the whiteboard or poster paper, create a section for each type of
project. Participants should then write their name on a post-it note and
place their name under the project they would like to work on.
Break
Participants take a 10 minute break. During this time, organize groups
of 3-4 people per project.
Movement Exercise
At a comfortable pace, slowly reach for the sky, then touch shoulders,
hips, and knees/toes. Move through the sequence several times before
asking participants to take their seats.
Work Time - Sharing with Families
Participants will split into groups to discuss and work on creating the
content they would like to share with families regarding digital wellbeing,
screen time, technology in the classroom, or technology at home.
Educators should have approximately 1 hour to work. Have slides ready
to display so that participants may request and use relevant data.
After an hour, ask each group to briefly show or explain what they chose
to focus on and what they created. Devote 15 minutes for sharing.
Encourage educators to share what they’ve created with families prior to
the next session.
Closing Share (slide 58)
The next session is the last session of the professional development
series. Ask educators to share a burning question or something they
would like to discuss in the next and final session. Collect exit cards.
Session 6 Materials
Professional Development Slide Presentation
For Session 6, please see slide numbers 51-58.
Slide 54 speaker notes: Groups should have 15 minutes to discuss. While groups are talking,
circle the room to listen to conversations and ask clarifying questions as needed. Take notes of
conversations for assessment data.

Slide 55 speaker notes: Participants will split into groups to discuss and work on creating what
they would like to share with families regarding digital wellbeing, screen time, technology in the
classroom, or technology at home. Educators should have approximately 1 hour to work. Have
slides ready to display so that participants may request and use relevant data.
Session 7 Plans
Objective Educators will be able to identify future steps for continuing to promote
digital wellbeing and enhance learning for students.
Session Length 1 hour
Assessment Group discussions, post-workshop survey
Materials Pens, post-it notes, poster paper, slide presentation, paper copies of 4
Pillars rubric and Distractors checklist
Plan Opening Share
Going around the room, ask participants to share a word that describes
how they are feeling about technology in their classroom or school right
now.
Introduction to session (slides 59-61)
Display and read aloud the 4 goals for the series. Read each goal
one-by-one and ask participants to hold up a number (1-5) that
represents how well that goal was reached throughout the series.
Finally, read today’s objective.
Burning Questions (slide 62)
Address any burning questions or thoughts from last session’s exit card.
Family Sharing Reflection (slide 63)
Prior to this session, participants should have shared their projects with
parents and families. Ask groups to stand up, get together, and discuss
what they would like to share with the group.
● What went well?
● What was challenging?
● What’s next?
After allotting time for groups to gather their thoughts, circle the room
and ask each group to share.
Walk and Talk (slide 64)
With a partner, walk and discuss...
● What digital tools or features have you discovered do not serve
you or your students?
● What digital tools or activities promote learning?
After they have returned from their walks, ask participants to write down
their ideas on post-it notes and add to poster paper on the wall. Then,
as a whole group, circle around each poster paper. Ask:
● What do you notice?
● How can this inform our next steps?
Encourage participants to share the successes that their students have
had with digital tools. This discussion should focus on bolstering
participants with ideas of how to use technology creatively, effectively,
and mindfully.
Break
Participants take a 5 minute break.
Whole Group Discussion - The Journey Ahead (slide 66)
Although this is the last session of the professional development series,
it is not the end of this work. Open the floor to participants to share what
their personal next steps are as well as the kind of support they need
from administration, families, and peers. This should be an open,
free-flowing conversation but it may be necessary to re-focus by asking
guiding questions. Take notes on what is shared and how participants
desire support.
Post-Workshop survey (slide 67)
Allot 10 minutes towards completing the post-workshop survey.
Closing Share (slide 68)
Going around the room, ask participants to share one hope or goal that
they have for their students after completing this workshop. Thank the




The link for the Google survey given during Session 7 can be accessed using the following
link: https://forms.gle/kFFDCcjrBCiAJ7Y88
Survey Questions:
1. After completing this professional development, on average, how much time do you
plan on having your students spend on a screen during the school day?
a. None




2. In a few sentences, please describe how your utilization of technology in your
classroom or school building has changed or been affected by this professional
development.
3. How confident are you in your ability to share the effects of excessive screen time on





4. How confident are you in being able to determine a digital tool’s effectiveness when it





5. In a few sentences, please describe what you gained from this workshop as well as
anything you wish would have been addressed but was not.
6. How do you think this workshop could be improved?
Professional Development Slide Presentation
For Session 7, please see slide numbers 59-68.
Slide 60 speaker notes: Read each goal one-by-one and ask participants to hold up a number
(1-5) that represents how well that goal was reached throughout the series.
Slide 62 speaker notes: Address any burning questions or thoughts from last session’s exit
cards.
Slide 63 speaker notes: Ask project groups to stand up, get together, and discuss what they
would like to share with the whole group. After allotting time for groups to gather their thoughts,
circle the room and ask each project group to share.
Slide 64 speaker notes: After they have returned from their walks, ask participants to write
down their ideas on post-it notes and add to poster paper on the wall.
Slide 66 speaker notes: Open the floor to participants to share what their personal next steps
are as well as the kind of support they need from administration, families, and peers. This
should be an open, free-flowing conversation but it may be necessary to re-focus by asking
guiding questions. Take notes on what is shared and how participants desire support.
Slide 68 speaker notes: Going around the room, ask participants to share one hope or goal
that they have for their students after completing this workshop. Thank the educators for their
commitment to their students and this important work!
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